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Focus. Unwovering and total. Think of H as row concenlration 
torched up to liquid-fire inlensily, and then cooled and homniBred out 
into an unyielding veneer o/ delerminulion. ThinJi of it as The Edge. No 
race bos ever been woo irithoul Hie Edge and no race ever nrill. 

TMb race mu't Iw mij dilfenmL 
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f ohn Anderson's RALLY SNEDWAY 



Weproridethedifilla.you provide the skills wilh John Anderson's 
RALLY SraEDWAY, a full-color car-racing simulation guaranteed to 
rev out hours of fim-iniected action lor one or two players! Race on the 
course provided wilh the game, or create your own wiUi BAIXY 
SPEEDWAY'S unique 'Trax-Conslrucl" feature. 

PLAYING RALLY SPEEDWAY 

The objective of RALLY SPEEDWAY is to manemr o^^^ or 
toysUdc-controlled cars throng a gniet&ig coutae yrQubdlr ai 
possible wlthonl orBehin^. r 

RALLY SPEEDWAY'S udquanns Is due. In pari, lo its "toyJike" 
design. Just as toy race cars can "jump the track" if the ow trolling 
driver isn't careful, Ukewlsa. your RALLY SPEEDWAY racer can leave 
iho track and posslUy crash Into one of Ibe oiai^ tree* or bousei that 

line the course, 

RALLY SPEEDWAY may be played in either of Iwa ways: A single- 
car game thai challenges one player lo beat the clock, or a two-car 
game (hat pita player against player. 

REQUIRED EQUIPMENT 

An ATARI 400. eooXL. SOOXL. Sbo or 1200 Haaw Cooqniter wltb at 
least leK of memory and a oompatlble JoysHck are all you need to play 
RALLY SPEEDWAY. You'U also need aD AIARI Cassette Raoorder or 
Ai ARi Disk Drive if you wish to san Iraoka to taps or disk for later 

play. 

LOADING RALLY SPEEDWAY 

ATARI 400: Turn on your ATARI Home Computer. Insert Ihe RALLY 
SPEEDWAY tartritlge Ormly into the iTflrlriiiRc slot, located on tup of 
the syslem. Close the top; you will hear a "click" when il's properly 
dosed. 

AlKRI eOOXL and ATARI BOOXL: Tnm off your ATARI Home 
Cmnputer. Insert the RAU.Y SPEEDWAY oarlridge into port at the top 
of the ayetem. Turn the ooi^mter on. 

ATARI aiW: Turn on your ATARI Home Compuler, Insert the RALLY 
SPEEDWAY cartridge firmly into the left cartridge slot, located on llie 
top of the system, Qose the topi you will hear a "click" when it's 
properly dosed. 
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ATARI 1200: Insert the RALLY SPEEDWAY c^arlridnt; firmly into" 
ihe cartridge slot, located on the left-hand side of the c:oinpuler 
chassis. Turn on your ATARI Home Computer. 

ALL SYSTEMS: Connecl one ATARl-compatible ioystick la your 
ATARI Home CouqMtor for one playor, or two foysUcks for twoplayon. 
Two joysUcdfcs on reqidrod if yon wtofa lo luo the "Trax-Onstrnct" 
feature. 

THE OPTION AND TTTU BCBSEN8 

The Title tcreeD will appear once the RALLY SFSmnVAY 
cartridge Is Inswted and your ATAIQ ia turned oo. The etireen will 
reed: 

)OHN KKIXBSOirS RALLY SPEEDWAY 

a)PYRIGirr 1983 BY 
ADVENTUSE fNTEBNAnWAL 

AVLKGOrSSBSBSCVm 



aanai wfll altMiiale with the C^rtloa acram (shown below) 
until an option is selected. 

Hie OpGm screen Rale ^ avaUaUe game dKricaa in flw oitler 
shown IwloH. 



RALUr SPEEDWAY (HflON SCREEN 

START THE RACE 

ONE PLAYER 
TWO PLAYER 

DRY ROADS 
WE|- RCJADS 
ICY ROADS 

REAL LIFE 

ONLY IN A COMPUTER 
TOP SPEED = 100 MPH 

Toparero - bomph 
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T£ff SPEED = eoMni 

TCBP SPEED = 40MPH 

SLOW ACCELERATION 
NORMAL AOGUfRXncm 
FAST ACCELERATION 

LOAD TRAX 
MAKE TRAX 
SAVF THAX 

RESET BESTLJT 



SELECTINQ AN OPTION 

Um the loyBtlck handle to move the poinliiis "flngar" lo the 
ctesired opUcn. ProBB the ioyaUck trigger boHon to seleoL rfote: StAST 
THE RACE should bo ths last option selected. 

An explanation oJ each item on the Option Bcreea foUowB. 

START THE RACE - Clears Option screen; Starting Line and car[s] will 
8|q>B8r. Move the joystick handle to begin play for a one-ptsyer gams. 
Two-player start: llie Blue-car driver must press the joystick handle to 
begin play. Salecl START THE RACE after other options are chosen. 

ONE PLAYER - Select solo game. Objeclive is lo race the course aa 

quickly Eis [jiissihlB. 

TWO PLAYER ■ Select Iwo-player game. Objeclive is to beat your 
(ippoiiunt to the finish line with the lowest time. 

DRY ROADS - Select normal road conditions. Cars will hnve mnximnm 
conlroi on ciiirves anil hairpins. 

WET ROADS - Snlm I ivcl mini conditions. Cars will lose hoiiii! cimlrol 
oil ciirvr^s mid liiiirpiiis. 

IC:V ROADS Si'Ict I icy road condilions. Cars will liave miiiimuni o[ 
conlml un i ueai"^ iuicl Imirpins. 

REAL I.II K - Sf'locI realistic driving condilions. Obstacles such as 
grass, water, houses, and trees will affect car mavement. 

ONLY IN A COMPUTER - Renders obstacles harmless. Cars may 
negotiate entire pUying area without craafalng. 
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TOP SPEED 40/00 ao 100 - tif [eel desired maximum car speed. 
SLOW/NORMAL FASl ACCELERATION - Selecl desired ttcoelBratiop, 

LOAD MAKE yAVE TRAX - See Pari U — RALLY SraKWAY "niAX- 

CONS I lilicn FEATURE for more informalion. 

RESE'l" BES r I, r - Reset BesI Up Time. Reluros tile Best Lap-Hma 
counter to 0O.CN}.CMJ iu a one-player game. 

CHOOSBWi A COURSE — ONE AND TWO PLAYER <;amE 

Two s^tarate race tracks are provided wilh your RALLY 
SPEEDWAY carlrldse (sbown in Figure 1, below). To choose a track, 
move the poiafiitg finger lo MAKE TO AX on the Optiim screen and 
prsRR the joystick buttoo. The track thai appears is Track 1. CSioose 
'[ r»i:k 2 by preesidg tHMfl. Press MH^I to return lo the Option acreen. 
The track chosen will appear when START THE GAME Is selected. 

FiguiB 1 
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GAME SUMMARY - ONE-PLAYER GAME 

After START THE GAME is selected from the Optien screen, the 
race course will appear. The ptaym's car will be positioned on the 
Starting Line (shown in Figure 2 below). Hie pluyer will control the 
Blue car with the joystick that is attached to CONTROLLER JACK 1. 

The Starting Une (also called the Lap Counter) is distinguished 
from the rest o( the track by a cluster of red arrows. The arrows, which 
are located on the Starling Line itseU. indicala the direction that the 
player's car will move during the game. Your car will appear on the 
Starling Line when START THE RACE h aelecled from Oib Option 
screen. Moving th6 joirsBd handle slarta the race. 

The obiecl of a one-player game is to move around the Irack.aDd 
across the finish line as quickly as possible. Your time will be displayed 
during tlie race in the lower left portion ol the screen. 




0 0 0 0 a 




-> -> ^ -> -» -» 





THE JOYSTICK 

RALLY SPEEDWAY fi^nlures Iwo diniBranl Styles of (oysUok 
control. SETTING 1 and SETTING 2. 

^TTING 1 

SETTING 1. which aulomatlcsUy Inlllala whan your ATARI 
lurned on, gives the player control over Us car FROfA tHE CAK's 
PERSPECTIVE. This means thai prssslng the joystick to lbs Hghl |ltie ;i 
o'clock position) turns Ihe car to Its right regardless' <^ tbo oar's 
position on the screen (see Figure 3 ). Preeslng tha joystlttio fhe ISfft 
(the 0 o'olodi poeitlon) turns Ihe car to llsjieft, eod«a oC 

SmiNG 1 Ifenlrel Position 

Thn joyslick handle in SEITING 1 pcisilion is largely dagigned lo 
real in the "neutral" posilion during play. As yiiur car moves around 
lha track, a quick press of the joystick handle should be suiriclent to 
correct your car's direction. Several games may tie required for you to 
get the "feel" of (be leyslick. The Infor mation Bar at the bottom of the 
screen will feature black letters when SETTING 1 Is en^ged. 

SETTING 2 

SETTING 2 moves the car relative to the Joystick Itself. For 
example, pressing the Joystick handle to the right moves the car to 

screen right, regardless of Ihe car's screen position Isaa Figure 3). 
Engage SETTING 2 by pressing ^HI14i at any time during play. The 
Information Bar at the bottom of Ihe screen will feature inverse letters 
whan SETTING 3 ts mgsiged. 
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The joystick n ..i . ;.. , h.. . dual function in both SETTING 1 
and SETTING 2 — it coiiirols the braking aclion and also acts as an 
"increaead steering conlrol" when the player is negotiating sharp 
curves. By pressing the joystid: butloa. the rale at which the car will 
turn inoreaBes. Press and release to slow car: press end hold to 
bring the car to a coi^ilate stop. 




INFORMiUlON BAB 

The In forma lion Bar contains tmporlant game information 
including lap counl and a running clock. The contents of die 
Informalion Bar will vary from a one- and two-player game. 

The Informalion Bar. as il appears in one- and Iwo^dayST gaines, 
is shown belotv. Sample information is included. 

INFORMAnONBAR — One FlaywGeme 

1/102:23:8 LAST 02:57:9 KSTOItSmI 



From leh to right, the information represents: 

L/T 02:23:8 — CurrenI lep time: Two mtnuies, twenty-three and 
eight-tenlhs seconds. 

LAST 02:57:9 - Lap time of the last race: Two minutes, fifty-seven 
and nine^enfhs sectmds. 

BEST Ol:Se.il - Best lap time so far: (toe odmile, fifty^une seconds. 
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INFORMATION BAR -Two Player Gamo 



TIME 04:31 LAP 02 TIME 04:23 



From left to righL the informatioa rqiresfflits: 
TIME D4:3i — flayer One, current tune: Four miButoG. thirty-one 
aeconds. 

LAP 02 — A Iw»Jbp game is in progress. 

TIME 04:23 — Player Two, curreni tune: Four nunutBS, twenty- 
three seconds. Player Two ie trailing Ws opponent by B secmids. 

GAIUE SUMMARY — TUO-PLATlTR GAME 

After START THE GAME is selected from tiie Option screen, Ihe 
race course and cars will appoar. The {dayer using the joystick 
connected to CONTROIXQI JACK 1 will drive the Que car; the player 
using the joystick ctnoected to C(WniOLL£R JACK Z w;^ drive the Red 
car. 

CHOOSING THE NUMBER OF LAPS 

Pthhb (nJIPlJI to increase the number ol laps lobe raced. Press and 
hold fnaffil.'! while tapping SSS to return the lap setting to one. If 
BHllilTl is not pressed, the lap sattlBKmQdriaalt to a 34ap game. 

STARTING THE RACE 

The Blue-car driver begins the game by pressing the joyaUck 
handle. The lap timer begins numing at this time as well. 

raWALTIES 

A penal^ la assessed againsl a player ir the rollowing occurs 
during plays (1) HBs oar leavaa (be track and strikes an ulijecl; (2j an 
opponent onltllstaiK^ faUn pagghig); (f) an opponent beats the player 
Lo the SlBrt/Hni9htiiw(exc^iii»^ final lap). 

CRASHING 

l[ a player's car leaTCS Ofl iradcaiidstrikeaa lunse or alree, a 

lO-second penally is assessed. 

A player's car wii! catch fire if a crash occurs. The car's "driver" 
will leap from Ihe burning car, roll several times, and then stand and 
wave to indteale ttet all is well. The otiiar player's car disai^ears 



iliirinH Ihis aniniiiled segmenl. After the erasbci! r!M\cv has 
demonstrated his cod linued good health, both cars will reappear uii Ihs 
track. Jbe Sii»car driver must then press the joystick handle for the 
race to ctmUiuia. 

A oar may aniear to grsM a houn w ■ tree end nirt pash. lUs is 
nonnal. 

LAGGING 

U one of (he player's Cera should outdistance the other oar to the 
point thai the faster car leaves ihe screen area, the vnird PENALTY 
win appear on the side ot the screen at the player who was penalized. 
Furthermore, a S-eecood penally will bo assoMed asainst the slower 
oar. Both osra will be reset side by side and the raos will cominua 
when the Bliw-oar driver presses Uie foystick handle. 

CSOS^NG THE FINISH UNK 

When Ihe leading car passes the finish line (lap counter), the 
Irailing oar is penalised S BBconds except during the Bnoi lap of a saaw 
when no penalty is asseased. During the final lap, Ota flnish Una acts as 
a tie breaker. 

PAUSING A GAME 

Press any key on your ATARI to pause the game. The engine Bounds 
will continue in Ihe Pause mode, and the perimeter of the Information 
Bar will change to blue as a reminder that Pause is engaged. 

RTTURHING TO THE OPTION MENU 

Press fHiliU any time durlng.^ey to return to the Opttqn screen. 

COURSE HAZARDS AND OBSTACLES 

Houses, orchards, trees, grass, water hazards . . . you'll And the 
scenery to be interesting — and occesionaily deadly — throughout the 
entire ItALUf S^EDWAY course. A brieT exptanatlon of the roadside 
stghts ftdlows. 

GRASS — "Grows" fust about awrywliare. A car that has run off onto 
the grass win dow dramatically nndl it retnras to the tradL 

HOUSES — Usualtjr found very dose to the tradk StrfUng a hoqae atkls 
ID seconds to tin (dfendtog oar's lap time. 
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LAKES — Small bodies of water. Sows car muvenoDl te an aven 

grealer dGgreG Ihan does grass. 

ORCHARns — Tree duslers. As with the houses, avoid contact 

10-second penalty incurred For slriking one. 

GAME SOUNDS 

The sounds ot RALLY SPEEDWAY are more than decoralive: they 
provide imporlant informalion during the garae. 

There are I wo lypes ot "Informative" sounds in RALLY 
SPEEDWAY: low- and high-pitched bell sounds. Hie Wlarmation 
conveyed b, ihe sounds depends upon the number ot gamvplByars. 
ONE PLAYER-LOWBH "DMG" — Hoard during a aeoond or 
subBoquent lap. Indicatsa (hat Qw player wlU NOT beat bis best 
recorded lap time to dale. 

ONE PLAYERWOIEH "MNG'* — todicaiea ft^w jrtayar has paased 
tha lap counter. 

TWO PLAYER-LOWER "DING" — Penalty sound for Pink car. 

TWO PLAYF.R-llinilKR "DINC" — Poiiiilly sound for Blue car. 

ENGINE SOUNDS — A "niin-iiiformnlive" sound. Heard el all timoB 
ilurinji pliiy. even when the Kamfi is paused. 

RALLY SPEEDWAY — PLAYING TIPS 

• Slay liohind the Other car whenever |M)arifale.TUi will give you more 

time to riiflct. 

• Use light taps on ihe joyslick handle lo adfuat your car's (Ureotton 

whenever on the straightaways. 

• Try lo negotiate corners wilh a minimum of skkUlng- The more 
severe a skid is. the longer it lakes to regain full acGdwaUon. 

• Typically, bumping an opponenta'a car will oanae your car to lose 
oontrd instead ot the other perstm'a. Howavar, a welMlmad bump into 
your opponent's rear whUa entering s comer may aoid your oppcmaat 
Into B fiery cradi. 

• Joystick SETTINf; 1 oFfers the most control and is the pretcrred 
C<mtro! option fur espsrienced racers. SETTING 2 i.-: tine for players 
who may find SETTING 1 difficull, or who enjoy a liltle variety now and 
that. 

w 



• ThQ Fast Acceleration oplion 1. . . lur e penattiea (romlagging. 
Conversely, the Slow Acceleratiuii uptiDii lends to increase penalties. 

• Don't be afraid to race on Wet and Icy roads. Even begbmsrs may 
Find these options more enjoyable at lower speeds. 
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PAKT n ^ KAILT SPEEDWAY 
TRAX-CONSTRUCr FKATUBE 

WHAT IS THE "TRAX-CONSTRUCT FEATURE"? 

The Trax-Conslruct Feature is an optional way for you (o design 
your own RAli;y SPEEDWAY race tracks. C)itce a new track ie croated, 
11 can be Btored to tape or cBsk and rakudod for futoro [day. 

WHAT WILL I NEED TO I.'SE THE UtAXCMISTFUCT FEATURE? 

You will need Iwn ATARI-compsttbls joyslicks. and an ATARI 
Casselle Pleyer or ATARI-coinpatible disk drive. You'll also need al 
least ana extra blank cassette or disk, depending on Ibe system 
employed. The 1 rax<:on3trucl feature iney be used even it you don't 
have II ciisselte or disk system; however, aay trads CTOBtad will be 
"lost" when yiiur ATARI is turned off. 

IS !T DIFFICULT TO DESIGN MY OWN TRACK? 

Not at all. You will find, though, thai a little practlca to requind to 
easily identify the various track secttm. For Uito reason, be sure to 
carefully exaniine the Illustrated TRACK ELEMENTS flectfons. 

HOW THE TRAX-CONSI Rlicr WORKS 

The TRAX-CONSTRUCT begins with a apedal screen that 
rfipresento the total race track area. lUa screen ads In much (he saaie 
way as does a teble lop for an imaeeemMed jigMW punle. Hie 
"pieces" of Iriirk are solected and placed onto Iba TraxeorwiL Onoe 
all of the pieces are in placa. the track can be Saved In its Millraty to 
tape or disk fur future play. 

HOW MANY RALLY SPEEDWAY TRACKS CAN BE SAVED ONTO A 

TAPE OH DISK? 

It! trai:k!: CEin lir saM'd iiiilo a tfn^ diak. With a casaatla, die 
number wiU depend on the length of flu tape. CaaSBtta users will find It 
much more ccmveniail to save one or two traida mto a abort (C-10 or 
C-ZO]casaette than fUHng a C-90 with doMos of tracks. (We reoommend 
saving one track and a backup to eacA side <rf a oassMte.) 
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CONNECTING THE JOYSTICKS 

Two ATARI -compatible joyslicVs will act as controls for the Trax- 
Conslruct process. Connect them [o \uur M AiU Home Computer at tliis 
lime. From this poini on. the joystick connected lo Port 1 will bo 
referred to as JOYSTICK 1. and Ihe Port 2 ioystick as JOYSTICK 2. 

ACCESSING THE ''MAKE TRAX" SECTION 

After liiading RALLY SPEEDWAY as per instrucfions outlined at 
the beginning of this manual, you will see Ihe Option screen. Use 
IOYSTICK 1 to mora Ibe pointing "Gngei" to MAKE THAX. Press (bs 
JOYSTICK 1 triggOTbnflmtiisTVBxBnaen will o^ieBr as ta Figure 4 
beiow. 
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THE TRAX SCREEN EXPLAiXED 

tba Trax screen is made up of four iraporlanl parts. Tliesa 
include: 

1) The TRACK ELEMENT COLUMN. This is located in the far left 
Bide of Ihe screen area. 

2) The COURSE area itself. This corresponds lo the actual race 
trat^ used during a game. 

3| The CURSOR, a movable, on-screen refereni e that lets you 
designate where a track element is to be placed. 

4) Tiie DIRECTION ARROWS, which determine the direction in 
vriildi e crashed car is reaoL 
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JOYSTIOC FUNCTIONS 

Vlrlually all Trax-Conslruct work is accomplished wHh your two 
A'I'ARl ioyslicks. Tb8 handle of JOYSTICK 1 controls tlie movabla 
cursor; (he biilloD "lays" the (rack piece selected. The handle of 
JOYSTICK Z bctoIIb lbs coiuiim of track denientK tfaa bathm sdecto 
correct CHrecUoo Arrow nt. 

TRACK LAYOUT THE(»tY 

Creating a new track involves two major steps: (a) Scrolling the 
cdumn of track elements (located to the leH of the Tnx screen) so that 
the "piece" to be laid appears in lha emaO wlodewi and (b) placing the 
(luraor on the course area where the track place b to be placed. 

TRACK lU^MBNT COLUMN 

The Track Elemeni column ctrnteins represraUtions of tha various 
obstacles, (rack sectimis. and Kensry that can be placed onto the 
Cuurs!^ iiriiii We'll refer lo each "ptoco," regardless lis bnotion, as 
an i>l<uiiniii Ydii II Tiod ll» "n-Bck HoBBnt colnmn OB the br left dda of 

llie Trax screen, 

Allliciusii llie aclual track elements are not numbered on your 
screen, you can match what you see with Iheir numbered couDierparls 
in Figora 6 of thia msnual. This will sinqilify your understanduis of 
what each elmnent fs used for and which track dement pieces can and 

ci^nnot be nliached to one another. 

THF, COURSE AREA — Erasins An Esisling Course 

When MAKK IHAX is first selucled from the Option screen, the 
first of two ruce tracks provided with RALi.Y SPEEDWAY will appear 
In the large, square area that dominates moel of the screen. Press 
mm to toggle between the two. tracks. 

You can gu bstltuta a full screen of any of the track elements by 
pressing mut3& (We suggest using the Uank element, grass, which 
appears whan the MAKE TRAX screen is first selected.) This will 
"erase" any existing inii h nr Irack elements, tfvingyou a elwn 

screen onto which your course can be buill. 

When liljimil is pressed, the element appearing in the I'mx 
Element column window will fill the course area. For example, ifgQjQH 
Is pressed and HI appears in the Trax Btoment Window, dte entire 
course ares will fill with HI (Type 1 Houses). 
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rm CURSOR 

press the handle of JOYSTICK I Lu inovo llie cursor aboul lha 
course area. A special "wraparound" elfecl causes a cursor thet has 
disappeared at the screen's edge to reappear at Ihe opposite side of the 
screen. This sUowe quick recovery ol Uie cursor, and tela you lay 
wraparound track for more Inleresling Iracfc con^uralloos. 

THE DIRECTION ARROWS 

Sooner or later, your car will mool a fiery demise on some tortuous 
hairpin. After the flguralivi- smnke ' Icars, your car (or bolh r ars in a 
two-player game) will be rosot \n uric uf Iwo directions: cillicr Ihe vviiv 
you've come or the way you were guiiiK. Hach piece of truck that is luiil 
musi be "programmed" to correctly rtwel any cars which crash on il. 
This is the function of Ihe Direction Arrows, located to screen right. 

There ere Iwo sets of Direcllon Arrows, namsd, appropriately 
enough. SET I end SET 2. SET 1 resets n crashed car in a Northwest, 
NorlhuHRl, Kasi or North direcllon. SE1' 2 resets In a Southeast, 
Soutliwosl. Wesi or So uth dlfec tlon. To cimnge sets, prsss the button 
on JOYSTICK 2. or lha QJQIB 

Using the Direcllon Arnnvs 

To corririillv nsi' llir> lliror lion Arrmvs. simply makn sum llinl the 
set appeariiiH mi mini- M rfi!ii luis .m .tram j>i>tiilMi(! in llii^ i1ir(;i:li(>n 
you wish yuur cur lo be rasol hIIlt ii crasli. Itwe Figure 5 below, | 
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THE nWCK ELEMENTS 

Each (rack elemeni lhal appears in (he Track Element column is 
roproduKed below. Study each piece caratully. Allhough each track 
element is numbered here, you will have lo match the represen la lions 
here with their un-aumbered. on-screen counterparts. Each piece 
llBled hare <s numlwrod between 1 and 21. plus an addilional eight 
olemiitils! IhiU rfiprfisenl ob|BCt8 such aa lakes and trees. TE 3, tor 
iix.iintili!. I ' ^ riimeni 3. the lap counter. Uw the lOYSTICK 2 
hiiniiiii Id srrull tin: '[ r:<ck Element Column. 



TE 1 



TE2 



TE 3 



TE4 



TBS 



TS6 




u 

n 



Figure 6 
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TE 18 H RitiM Hairpin 



TE 19 ^ Lafl Halrptn 
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TE20 Lowar Halrfdn 
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TE21 Unier Hairpin 
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CREATING A TEST TRACK 

Here's an exercise that'll step you though die Trax-CreaUtm 
process, albeit on a small scale. This example will give you some hands- 
iin |)pi!ctice with thfi joyslicks, and demotislralfi hoiv ihe Trsx- 
Cijiislrucliuii proc!;ss works. Disk users: Yciu will nerat U> [oriiuil <i ilisk 
untu which yuur track can tie stored. Follow the inslruclions under 
FORMATTING A tHSK below, and thm go on to Ihe eigbt-et^ 
procedure which followe. 

IMPORTANT! DISK USERS. BE SURE YOU FCHtMAT A TRAX DISK 
MI'i'URK BEGINNING A TRACKI 

FORMATTING A DISK 

Iiispri II disk Inlo Drive 1. Using JOYSTICK 1, move the 

IMiiiiliiii: firixiT to rRF.AI'F TRAX DISK Hnd press Ihe |oy8tick 
liuiiiiii Miivi' ihi' |>L>iiiiiiii; [iiiui'i- III \hf: VER SURE message and 
pmss Ihe joysLii:k liulimi Alitor lliiMlisk is formalled. Ihe red busy 
iiftht on the drive will (ixliiiKuish. I.Kave Ihe disk in Ihe drive. 

It Select MAKE TRAX from Ihe Option screen using JOYSTICK 1. 
Z) Pmss gHQS ■■> clear the Trax screen. 

31 Use JOYSTICK 1 to position the cursor at starling point A as shown 
In Figure 7. 

4) Use the I0Y511CK 2 handle to move Ihe Trade Element Column until 
TB 3 (see TRACK ELEMENTS above] appears hi Ibe wtaidow. 

5) Press Ibe button on (OYSTICK 1 in "liiy" TE 3. (IE 3. the Lap 
Counler/Stertlng Line, is the-founcliiiiiin puK e" forany Iraok: you will 
gel no response from START THI-: RACF. it the Up Counter has not 
been plucod.l 

6| Usi! \hr lOVSriCK 1 hiiiiilli^ tii mi)vc llii: riirsiir In 1\k immedinle 
riKliI i>f llii; Hci:liiiii l li; :i| >iiii just plarfd <m Ihi! Tnix .■Jcrniin. 

7) Use llu! lOVSI ICK 2 li.iiirlUs In miivi; the Track Elemenl Column unlil 
TE 2 appears, 

8) fress Ihe buLlun on lOYSTlUK 1 lo lay TE 2. 

'In complete Ihe track, repeat the procedure above, adding the 
different track elements as shown in Figure 7. Don'llorget lo match the 
IXreGlion Arrows with each tratdt eleaient as the deroent is placed. 
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To check your progress, press -milr lo relurn to the Option screen. 
Sfilecl START THE RACE; you can then drive your car over the 
compleieii portiun of the course. Press QQiU to return to the Option 
screen, and select MAKE TRAX to relurn to your uococapleied track. 




PRACTICING WiTH HAIR-PINS AND MAGONALS 

Due to the imusaal shapes of heir-pin and diagonal elemHitB, It 
may be difficult for Boae users to'rdate the on-screen [deces to the 
"physicel" act of ioining the pieces into a workable track. 

The track illuBlrated in Figure 8, is corapased entirdy of hair-pin 
and diBsanal elaments. Hie transferlng of this design to the screrai 
should BMke hai^pin/diagoaal experts onl of Just about evarycme. 



21 



2t 




HAIiM'IN.'lllACONAI. JHACK 

This illuslrales the use of Hair-pin and Diagonal pieces. The numbers 
Indicate Iha Track Element to be utsd; tbe arrtnn within the track 
elements Indicate which sal ot Diraclicmal Arrows shoold be used as 
each Irack elemeni la laid. Note that the abasnca of a Lap Counlar 
element mekes this a non-funotlonal track. 
SAVING A TRACK 

To save your new trade, sdeot SAVE TRAX (ram the C^rtka 
screen. The screen will display: 

Dl^CETTB 

CASSETTE 

CREATE TRAX DISK 

AfiOKI 

Disk Users: To save yoitr truck onto your Formatted disk, select 
DISKETTE from the menu above. The screen will display: PER SURE 
and NEVERMIND. Use JOYSTICK 1 to move Ihe pointing finger to PER 
SURE and press the botton. Sdect a number liy moving the printing 
Ilnser to any number firaoi 1 and 18; ]raa can use this nmd»r to rebwd 
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each track later, tlu RALLY SraEBWAY Sption screen will appear 
whan the saving procaas Is eeiBplate. 

Tape users; Make sure your ATAKI Casselle Player Is properly 

contiecfed and a blank tape is in place. Press REC and PLAY on Iha 
ATARI Cassetle Player, Seler;l SAVE TRAX from the monu above, and 
than CASSETTE. Mova the pointing finger to FER SURE. Press the 
JOYSTICK 1 button wban you re rea dy to save die track to tape. When 
your ATARI "beeps" twice, press BUBS- Option screen will 
nppenr when the saving process is GOmplete. To ecsass (be traoli 
yiiii've jusi saved, press muve (he pdntlng flngsr to MAUH^AX and 
press the JOYSTICK I bullun. 3^ 

LOADING A TRACK 'j^ 

Disk Users; To load a saved track, select LOAIl TRAX frnm the 
Opiion siTcen nnci ihen DISKEITR Make sure viiiir disk is iti llie drivp. 
If all is in readiness, select FER SURE The disk will read fur h moniGnt. 
and the IS-lrack listing will appear. Move the pointing finger lo the 
track number you wish to load and press Ihe IQYSTICK 1 button. The 
Option screen will appear after the track has loaded in. To view the 
Irack. select MAKE TRAX and press the JOYSTICK 1 butldn. 

Tape users: The tape onto which you've stored. the Irack to be 
loaded should be cued end ready. After selecting CASSFTTE from the 
Menu screen and then FER SURE, your ATARI will beep. Preaa ^QJ^. 
The trade will load into memory, and the Option screen will appear. To 
view the track, select MAKE TRAX and press dw i@VSTVSK 1 button. 

Scott Adams. Inc. reaarves Iba right (o make chaoges or 
improvemanls in this product withwit netles. 



